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earning the alphabet is a game that children love to play! The colorful pictures and 
■B musical sounds of MY FIRST ALPHABET™ make learning the ABC’s an exciting and 
rewarding experience for you and your child. 

MY FIRST ALPHABET can be used in a variety of ways. You can set the program to 
run automatically while your child watches it. Or you can sit down and review the letters or 
numbers with your child. 

The following description explains how to load the program, the history of the program, 
and some of the ways it can help to teach the alphabet. 

To use MY FIRST ALPHABET, first insert the ATARI BASIC Computing Language 
cartridge into your ATARI 800™ Home Computer, and then load the program from the disk- 
ette. For directions on how to hook up your computer and the ATARI 810™ Disk Drive, refer 
to the respective operators manuals. 


Pull the release lever on the top of the computer. 

Insert the ATARI BASIC Language cartridge into the LEFT 
cartridge slot. Close the cartridge door. 



Turn on the ATARI 810 Disk Drive. When the red BUSY 
light goes off, open the disk drive door by pushing the 
rectangular button beneath it. Insert the program diskette 
and close the door. 
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Turn on the computer and the television set. MY FIRST 
ALPHABET draws a clown face on the screen and plays the 
Alphabet Song as the program is loading. 
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A menu then displays seven choices. Each has a 
different use as explained on the next page. Press the 

key until an Alphabet Elf appears in front of your 
choice, then press the key. You can use the 

1: 1 key to erase any incorrect entries. When- 
ever you want to return to the menu, wait until the current 
picture is finished and then press the key. 




tmt Autorun randomly dis- 

plays each letter and num- 
ber. Autorun begins when you 
select it or begins automatically 
if you do not touch the keyboard 
for a few minutes. 

Use Selected Pictures 

Jil. to choose a series of letters 
and numbers you want the pro- 
gram to display in a specific 
order. After the screen displays 
a number or letter, you must 
type it on the keyboard before 
the next selection displays. 




For a random display of 
JL both letters and numbers, 
choose Letters and Numbers. 

You must type the matching let- 
ter or number on the keyboard 
before the next picture displays. 


If you want the numbers to 
randomly display, select 

Numbers Only. Again, you 
must match the number before 
the next number displays. 

If you want a particular 
letter or number, choose 

Call a Picture. 



2HS Would you like to hear the 
SS Alphabet Song again? If so, 
just select Alphabet Song. 


ggl For a random display of let- 
ters, select Letters Only. 

Again, you must match the 
letter before the next letter 
displays. 



A Parent’s Guide to Using My First Alphabet 

Fernando Herrera created MY FIRST ALPHABET for his four-year-old son Steve. Because 
Steve had been bom with a severe eye problem, Fernando was concerned that poor vision 
would hinder his son’s intellectual development. 

Convinced that Steve could see better than his doctor believed was possible, Fernando 
wrote a program displaying the letter E in different sizes. Steve could see every size, and 
was so attracted to the computer that he spent hours playing with one letter. 

Gradually, Fernando added the other letters and numbers and provided seven program 
choices to help structure learning lessons for a child. The following discussion shows you a 
variety of ways to use these choices. 

Alphabet Song 

The ALPHABET SONG is always a good way to begin. It helps 
fix the flow of the alphabet in your child’s mind, and uses both 
his visual and auditory senses in learning the alphabet. Sing the 
letters as they appear. Then select it again and encourage 
your child to sing along with you. 







Letters Only, Numbers Only, Letters and Numbers 

These options are similar to AUTORUN in that the letters and numbers are displayed 
randomly. These choices are useful for review, if your child is beginning to memorize the 
groups of letters or numbers you’ve been using in SELECTED PICTURES. Also, your child 
must match each letter or number. You’ll find that the rewards given in the matching 
exercise will get your child more involved in the learning process. 

Autorun 

Next, try the AUTORUN option. When you first learn to use MY FIRST ALPHABET, you’ll 
like AUTORUN because the program runs by itself. AUTORUN is also helpful with children 
too young to use the keyboard. 

In this and the other choices, the picture displays first to encourage your child to name 
the letter before it appears. When the picture displays, ask your child to name the object. 




Try a variation of the following dialogue: 

(Screen displays a dog) 

Child: Dog! 

Parent: Right, Mary! 

(The program draws the letter D.) 

Ask your child to repeat the letter. 

Parent: And what letter does dog start with*? 
Child: B! 

Parent: No, D. Dog starts with D. 

Child: D! 

Parent: Very good, Mary! 

AUTORUN goes through all the letters of the 
alphabet and numbers 0 through 9. After the last 

letter or number the program returns to the 
menu. 







Selected Pictures 

it might be easier" 1 • U J e Wh °' e al| ; hal,el at once - Considering this 

so on. To do this, the SELECTED PICTURES S rou P f s ? f * etters - sucf > as A-E G-L and 
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Child: Airplane! 

ChifdkNo 60 " g °° d ’ J ° hnny! Do you know what letter airplane starts with? 

Parent: A. Airplane starts with A. 

(The program draws a letter A.) 


Parent: Do you see any other letters that look like 
the big A? 

Child: No. 

Parent: Look at the line at the bottom of the television 
screen. Now do you see any letters that look 
like A? 

(Child looks at television set and points to A’s in 

ARROW and ARM.) 

Parent: Very good, Johnny! Can you find the A on the 
keyboard? 

(Child looks at keyboard. If he doesn’t find it immediately, 

help by placing his finger on the A.) 

Parent: Here is the letter A. Now press the key. 

(Computer makes music and flashing colors to reward 

child, then goes to the next picture.) 





Call a Picture 


This option is similar to SELECTED PICTURES, except that you enter one letter or num- 
ber at a time. Your child can select his favorite pictures and take great pleasure in showing off 
what the child has learned. It’s also useful for children who don’t know the alphabet because 
it lets them press any key just to see what happens. Press the key when you want 

to return to the menu. 


Parent: What picture do you want to see, Gary? 

Child: Cow! 

Parent: What letter does cow start with? 

Child: K! 

Parent: No, dear. Try again. 

Child: C! 

Parent: You’re right, Gary! Cow begins with a 
C! Where is C on the keyboard? 

(Child points to the letter C ) 

Parent: Very good! Press the C key and let’s 
see if we get a cow! 

(Child presses C key. A cow is drawn on the 
screen.) 

Child: Cow! 

Parent: Do you see anymore C’s? 

Child: (pointing to the word CAT) Here’s a C! 
Parent: Very good, Gary! 




Vocabulary Building 

Not only can you use MY FIRST 
ALPHABET to teach the letters and ^ 
numbers, but you can also use it to 
help build your child’s vocabulary. 

Every picture is full of objects, colors, 
and shapes to teach your child. 

Select CALL A PICTURE from the 
menu. Press the W key and watch 
as the program draws a witch. The witch 
picture is made of several different objects, 
each with its own name. Point out each part 
of the picture and ask your child to identify it. 


Parent: What is this picture? 
Child: A witch! 


Parent: Right, Nancy! (pointing to the hat) What is this? 
Child: Hat! 


Parent: Very good! (pointing to the cape) Do you know what this is? 

Child: No. 

Parent: This is a cape. Can you say cape? 

Child: Cape! 

Parent: Very good, Nancy! Do you know what a cape is? 
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Teaching the Numbers 

To teach your child numbers, try SELECTED 
PICTURES and preselect 0 through 9. (You may 
want to begin with the odd numbers since the 
clown faces are drawn more slowly than the 
cups of milk.) As each cup of milk or clown 
face appears, take your child’s hand and point 
to it, counting out loud, until all nine are on the 
screen. Ask your child how many cups have milk 
or how many clowns Eire smiling. Take his hand 
again and point to each one, counting out loud. 

(Program draws nine clown faces.) 

Parent: Look! Clowns! Let’s count the clowns. (Take 
child’s hand and point to each one.) One, two, 
three, four, five, six, seven, eight, nine. Nine clowns! 

Child: Nine! 

Parent: Let’s count how many clowns are smiling! (Take child’s hand.) 

One, two, three. Three smiling clowns! 

Child: Three! 

Parent: (pointing to the number 3) This is the number of smiling clowns. 

How many is this? 

Child: Nine? 

Parent: No, three. Let’s count them again. One, two, three . . . 
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Odd and Even Numbers 

Your child may or may not be ready to learn the difference between odd and even 
numbers. If you feel he is, here are some ways to approach this concept. 

Explain to your child that a group of two is called a pair. Show your child that numbers 

counted out in pairs without any “leftovers” are called even. Even numbers are shown as 
cups of milk. 

Show your child that numbers counted out in pairs with one “leftover” are called odd. 
Odd numbers are shown as clown faces. Then point out that when you count from zero to 

nine, the odd and even numbers take turns. Cups of milk (even numbers) are followed by 
clowns (odd numbers). 

MY FIRST ALPHABET is a learning game that children really enjoy! You’ll discover 
how flexible MY FIRST ALPHABET is because it grows with the child’s skill. You’ll have fun 
helping your child learn the ABC’s . . . and more! 


IMPORTANT WARRANTY 
INFORMATION 

LIMITED 90-DAY WARRANTY ON 
ATARI® COMPUTER CASSETTES, 
CARTRIDGES, OR DISKETTES 

ATARI, INC. (“ATARI”) warrants to the 
original consumer purchaser that this ATARI 
Computer Cassette, Cartridge, or Diskette 
(“Computer Media”), not including computer 
programs, shall be free from any defects in 
material or workmanship for a period of 90 days 
from the date of purchase. If any such defect is 
discovered within the warranty period, ATARI, 
at its option, will repair or replace the defective 
Computer Media. Computer Media returned for 
in-warranty repair/replacement must have the 
ATARI label still intact, must be accompanied by 
proof of date of purchase satisfactory to ATARI, 
and must be delivered or mailed, postage 
prepaid, to: 

Atari, Inc. 

Customer Relations 
1312 Crossman Road 
Sunnyvale, CA 94086 


This warranty shall not apply if the 
Computer Media (i) has been misused or shows 
signs of excessive wear, (ii) has been damaged 
by being used with any products not supplied by 
ATARI, or (iii) has been damaged by being serv- 
iced, duplicated, or modified by anyone other 
than the ATARI Customer Service Department. 

ANY APPLICABLE IMPLIED WARRAN- 
TIES, INCLUDING WARRANTIES OF MER- 
CHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIM- 
ITED TO NINETY DAYS FROM THE DATE OF 
PURCHASE. CONSEQUENTIAL OR INCIDEN- 
TAL DAMAGES RESULTING FROM A BREACH 
OF ANY APPLICABLE EXPRESS OR IMPLIED 
WARRANTIES ARE HEREBY EXCLUDED. 

The provisions of the foregoing warranty 
are valid in the United States only. This war- 
ranty gives you specific legal rights and you 
may also have other rights which vary from 
state to state. Some states do not allow limita- 
tions on how long an implied warranty lasts, 
and/or do not allow the exclusion of incidential 
or consequential damages, so the above limita- 
tions and exclusions may not apply to you. 

OUT OF WARRANTY REPAIR SERVICE: If 
your ATARI Computer Media requires repair 
other than under the 90-Day Limited Warranty, 
please contact the ATARI Customer Service 
Department for repair information. From Cali- 
fornia call (800) 672-1404, outside California 
(800) 538-8543. 

IMPORTANT: If you ship your ATARI 
Computer Media, package it securely and ship, 
charges prepaid and insured, by parcel post or 
United Parcel Service. ATARI assumes no liabil- 
ity for losses incurred during shipment. 


DISCLAIMER OF WARRANTY ON 
ATARI COMPUTER PROGRAMS 

All ATARI computer programs are distrib- 
uted on an “as is” basis without warranty of any 
kind. The entire risk as to the quality and per- 
formance of such programs is with the pur- 
chaser. Should a program prove defective 
following its purchase, the purchaser and not 
the manufacturer, distributor, or retailer 
assumes the entire cost of all necessary servic- 
ing, repair, or correction, and any damages asso- 
ciated therewith. 

ATARI shall have no liability or responsibil- 
ity to the original customer, purchaser or any 
other person or entity with respect to any claim, 
loss, or damage caused or alleged to be caused, 
directly or indirectly, by computer programs 
sold by ATARI. This disclaimer includes, but is 
not limited to, any interruption of services, loss 
of business or anticipatory profits, and/or inci- 
dental or consequential damages resulting from 
the use or operation of such computer pro- 
grams. 


Some states do not allow the limitations or 
exclusion of implied warranties or of incidental 
or consequential damages, so the above limita- 
tions or exclusions concerning ATARI computer 
programs may not apply to you. 

Every effort has been made to ensure that 
this manual accurately documents this product 
of the ATARI Home Computer Division. How- 
ever, because of the ongoing improvement and 
updating of the computer software and hard- 
ware, ATARI, INC. cannot guarantee the accu- 
racy of printed material after the date of 
publication and cannot accept responsibility for 
errors or omissions. 
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